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Just as SIN and COS in the same plane axis, games and art, which are two important 
components in human civilization, sometimes are joined up while sometimes are isolated in 
their development.In the early stage of human civilization, games and art community is 
presented in a way that is shown as witchcraft. But with the development of society and the 
increasingly division of labor, games and art were gradually separated so that games were 
reduced to sheer entertainment while the arts were overstating to be the temple for the spirit. 
With the rapid development of technology, humanity entered a new era of digital 
networks in the late 20th century. A newly-produced game named “online game” which is 
different from traditional games, emerged as virtual technology, multimedia technology and 
Internet technology required. Not only is it of regularity and characteristics as traditional 
games have, but it is interactive and virtual. Using multimedia technology, it brings in many 
art elements and gradually forms the art. However, the traditional art has been challenged in 
this period when postmodernism causes deprived little ego, aphasia and fragmentation of 
consciousness, unfortunately, all these result in spiritual vacuum in art.Obviously, in order to 
maintain the vitality of art, reforming art concept become a first imperative for traditional 
theory could no longer be able to explain such phenomena. Different  
Times have different arts. In the 21st century when people increasingly depend on 
science and technology, what will be in place of it if the traditional art is deconstructed by 
post-modernism and post-modern art?  In my opinion, online games are expected to become 
a new art in the Internet age would hasten the Internet Age under the induction of "New Art" 
(including the concept and types).The paper aims at the analysis and the summary of the 
characteristics on online games, and in the meanwhile, it tries to define new qualities and the 
combination of online games and new art in terms of form, aesthetic and essence. In addition, 
I try my best to demonstrate the possibility of "network games" becoming an art in this era. 
There will be no limitation to the discussion on the subject, but to return to the "game", or 
even return to old original games, through traditional games, to approach the relationship 
between online games and art inside-out. 
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